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FSPF V2 RULES SYNOPSIS 
FOR FORUM FEEDBACK 


Hi all, Spartan Derek here! 


Below I’d like to show you all the rules changes and tweaks you can expect in the upcoming v2 ruleset — slated 
for virtual-release in August 2017. 


Transparency Dispels Doubt in my book, so | have put together this document to give players a fair chance to 
review (AND TEST) the changes. Obviously, | haven’t added everything, nor will | be likely to expand on the 
changes too much — this is just a taster for those of you who are curious as to the direction we have taken in 
the design path. 


Please bear in mind that this is only a playtest document and so some of my graphics are pretty crude (some 
might say that is an understatement....), but I’m sure that for most folks they will be sufficient to get across the 
ideas! 


This document should be used in conjunction with the Directorate/Works Raptor Playtest 21.04.2017.pdf that 
has been issued at the same time as this pdf. 


The document will also be compatible with the following documents: 

Aquan Prime/Terquai Empire Playtest 19.05.2017.pdf 

Relthoza/BaKash Playtest 19.05.2017.pdf 

Sorylian Collective/Veydreth Playtest 19.05.2017.pdf 

Dindrenzi Federation/RSN Playtest 19.05.2017.pdf 

Terran Alliance/Hawker Industries Playtest 19.05.2017.pdf 

IMPORTANT NOTE: | don’t expect these documents to be error-free! There are bound to be inconsistencies 
as we move forwards with this organic design process. However, each document SHOULD give players an 
insight at least into the design path and intention. 


Cheers 
D 
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RULES CHANGES 


Amalgamation of Factions and Model Availability within Helixes 

e = All of the Core-6 (Dindrenzi, Relthozan, Directorate, Aquan Sorylians and Terrans) have had their 
Natural Allies added into their Force Lists, along with each list now citing a Core Helix for the Natural 
Ally that can replace the old=Core Helix if desired. 

e The Core-6 now have free-purchase-principles in their Force lists, so that in instances where a 
Medium Tank is mentioned as an option, they have multiple options available to them. As more 
models are released in Blisters, the list of options grows without the need to amend the Force Lists 
each time! 

e Under current testing, the Natural Allies may not exist in the Core-6 Helixes as options, but that might 
change as we progress down the testing path. We have to be careful not to invalidate any purchases 
amongst the older models, and new models can often be seen to do that in the short term. In time 
however, this might change. 


Purchase of Command Points 

e All factions purchase Command Points as part of their Force Building. These Points allow them to 
execute different actions during the game turn. If a player has no Command Points, they cannot 
execute the action....simple as that! 

e The Command Points Cost per Factions is calculated in direct opposition to their Force Tactics 
Bonus....so, an Aquan Force with Force Tactics 3 pays more per Command Point purchased than a 
Directorate Force with Force Tactics 1. This is intended to represent the different types of combat 
methodology presented by each faction. In the example above one might expect the Aquans to be 
more proactive, energetic and direct, with the Directorate being more circumspect, and orders- 
focused. 

e Under current testing the following Force Tactics Bonuses and Command Point Costs exist: 


SUMMARY TABLE FOR FLEET TACTICS AND COMMAND POINTS COST 


Force Tactics Bonus Command Point Costs 


Aquan Prime 
and 
Terquai Empire 
Terran Alliance 
and 
Hawker Industries 
Sorylian Collective 
and 


Veydreth Tribes 


Dindrenzi Federation 
and 
Rense System Navy 
Relthoza 
and 
Ba’Kash 
Directorate 
and 
Works Raptor 
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Command Orders 

A number of Command Orders now exist: 
> Moveto Secure: Allows a Unit of Infantry to disembark from a transport and then embark into an 

objective in the same activation. 
> Storming Action: allows a unit of Infantry to assault an enemy Infantry Unit in cover, and if successful, 
expel the enemy and replace them inside the terrain. 

> Solid Repair: Allows a single persistent game marker to be removed from a model in the End Phase. 

Rally: Allows a single Disorder Marker to be removed from a model in the End Phase. 

> Focused Fire Action: Allows a Unit to improve their roll to hit against a target in ranged (and some 
cases CQB) attacks. This bonus is dependent on the weapon being used in the attack, with separate 
Dice Pools often being combined after rolling if models do not fulfil the criteria. 

> Overwatch: Allows a Unit to forgo its movement and firing to permit it to make an out of sequence 
ranged attack at the beginning or at the end (but not both!) on an enemy squadron’s movement. 

> Focused Designation: Allows a player to ‘dial down’ the Sky Drop when they are placed. This Order 
may be executed any number of times, but may not take a Sky Drop Marker to below 1. 

>  Factional Command Orders — These are a considerable change as they are intended to replace the 
Tactical Action Cards, giving players a more flexible and adaptable set of 6 orders they can execute in 
the Pre-Turn Phase of any Game Turn. Unlike other orders, the Factional Command Orders will often 
cost more than just 1 Command Point. 

> other Orders exist, but | think that’s enough for now! 


Vv 


Scenarios 
The new v2 game has a list of 6 Scenarios for use in competitive play. These are taken from our own playtest 
scenarios and provide a good mix of Objective, Reserve Insertion and Deployment Variation. 


Of course, | wouldn’t want to stand on the toes of any tournament organiser, so if you have run a tourney in 
the last few years for Planetfall and you have a scenario you have had good success with, contact me and | will 
be delighted to chat about how the scenario plays! The more ideas | have at my disposal the better. Just 
because WE like the scenarios we play week in week out, doesn’t mean everyone will. Closer to the time of 
release | will publish our scenarios foe everyone to play too, so that | get as much feedback as | can before the 
virtual-release. 


The V2 rules will also include an introductory scenario, as well as a ‘pick-up-and-play’ mechanic so that players 
who just want to get going without scenarios can put their models down and bash each other! 
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CORE RULES 


Now let’s move on to the Core Rules Game Mechanics of Move, Shoot+Fight, then End Phase. 


MOVEMENT 


e Lumbering MAR is removed from the game 

e Ramming - The ability to Ram an enemy target has been tweaked, now the target unit simply takes a 
Disorder Test requiring 2xPasses: Success= Move to a position of least resistance. Fail=Move to a 
position of least resistance with Disorder Markers = to the fail. Raming squadrons must move Flat Out 
when they Ram, and may not perform other actions (such as melee, shooting, etc) after the ram has 
been resolved. 

e Flat Out Movement — Execution of this Movement Action allocates a Flat Out Marker to the Squadron 
as normal, however Squadrons with the Marker are then considered to have the Hard Target (-1) MAR 
until the end of the Game Turn. If they already have Hard Target (-1) they gain (-2) instead...sadly 
that’s as good as it gets so having Hard Target (-2) before running Flat Out provides no further bonus! 

e Flyer Movement is determined by the MAR allocated to the Flyer itself. Dogfighters Flyers may make 
a 45-degree turn at the beginning of their movement, then must move directly forwards a distance 
equal to their Standard Movement, at the end of this them may make a further 45-degree turn. 
Strafing Run Flyers may make a 45-degree turn at the beginning of their movement, then must move 
directly forwards a distance equal to their Standard Movement, after which they may not turn. Hover 
Flyers can turn on the spot 360-degrees and do not have to move their Standard 
Movement...hovering instead...! 


SHOOT AND FIGHT 


Line of sight has been tightened up to encourage more tactical positioning. Line of Sight is measured from the 
centre of the model to the centre of the model. All other measurement is done from any point on the model. 
In addition, the line of sight rules now revolve around a model’s Size Class — Infantry, Light, Medium Heavy, 
Massive, Leviathan. And the interaction between these classes has been simplified. 
Here are a number of examples that hint towards how 
LoS works ...apologies for the ugly-graphic...time was 
short and | wanted you all to get a copy now rather 
than wait for the graphics team! 


The Unit of Light Tanks cannot fire on the enemy Light 
Tanks on the left because a piece of terrain blocks the 
line of sight. 


The Unit of Light Tanks can fire at a Leviathan Model 
provided another Leviathan model does not get in the 
way. In this case, the Massive Command Barge is in the 
way but the target is larger so can’t be considered to 
be blocking. 


The Unit of Light Tanks cannot fire at the flank of the 
Medium Tank Squadron that is on its own and 
damaged because a Unit of equal or larger size blocks 
the line of sight. 


The Unit of Light Tanks can fire on the right-most Unit 
of enemy Light Tanks because they are the same size 
and no enemy are blocking. 
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Weapon Recalibration 
Weapon are divided into five key types: 

> Melee: These are the old versions of the Leviathan CQB rules, but with a number of changes to allow 
for smoother gameplay. After a model completes a Melee Attack it is moved backwards 1” to allow 
the two units to operate later in the game turn and beyond without worrying about collision for 
example! 

> Ranged CQB: This has reverted to being a Weapon in the same way as other ranged weapons with a 
notable difference — Players can have a squadron that was not engaged by the enemy with a CQB 
Attack this activation to fire their CQB weapons out of sequence if desired — this is only possible if the 
reacting unit has no Activation Marker. 

> Primary: These are heavy weapons that require a large amount of power/forethought to fire. These 
weapons can gain a +1 to hit bonus at Short and Medium Range if the player spends a Command 
Point prior to the attack. The raw firepower of most heavy-hitting vehicles in the game exists within 
their Primary Weapon systems, and so Attack Dice are usually highest in these range brackets. 

> Secondary: These are close range weapons that require standard amounts of power to fire. These 
weapons can gain a +1 to hit bonus at Point Blank Range if the player spends a Command Point prior 
to the attack. Such weapons are, as you would expect reliant on getting close, but this si not always 
the case — certain Factions use this weapon type to ensure a stable firepower spread across 3 of the 4 
range brackets. 

> Tertiary: These are long range weapons that require a little in the way of targeting or power to fire. 
These weapons can gain a +1 to hit bonus at Long Range if the player spends a Command Point prior 
to the attack. Many elements in the game will have Tertiary Weapons as their only form of weapon fit 
and this should not be seen as a disadvantage as many will prefer to engage targets at long range, and 
their long range notations in the stats will reflect their role. 


Damage Allocation and the Casualty Chain 

This remains the same, with the rules being better explained and added examples included. 

All firing is predetermined, so this section of the rules should flow quickly since it relies on both player’s 
agreement of the Chain, prior to rolling. 


Disorder 
No real changes here, other than the End Phase, where players have an opportunity to call a Rally Order if they 
choose — note this is the only time a Unit can have an Order apply to them if they have Disorder, so it’s a VERY 
important part of the new game...don’t forget to Rally! 
Forlorn Hope Units — This rule remains however, rather than clog up the battlefield with too many 
shattered squadrons, we now have Forlorn Hope units perform as out of sequence Firing Segment with any 
weapons they have at their disposal, after which the squadron is removed from play. These weapons are 
still affected by damage as normal, but this is intended to represent a squadron’s ‘last big hurrah’ before it 
disperses. This allows larger Tank Squadrons, crippled by Disorder to still get a few shots off before they are 
lost.... Shouting, “You’re coming with me!” is not obligatory as you roll for those attacks, but it can’t hurt ;> 
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END PHASE 


Lots of changes here....so stick with me. 


Repairs: These are not as easy as they once were... 

Persistent Effect Markers, etc. remain on the models affected unless the owning player pays a Command 
Point. They can also choose to Force the Repair is desired, but are only successful on a roll of a 6....and should 
they roll a 1, the model performs a bodge job, removing the marker but suffers an additional point of Damage 
as well!!! Don’t be caught short on Command Points when a Leviathan has persistent effect markers. Players 
can choose NOT to repair if they wish, but run the risk of the models failing under battlefield stresses later in 
the game. 


Disorder Markers translate to Damage as normal, however players can spend a Command Point to remove a 
single point of Disorder before this happens using a Rally Command Order. 


Tactical Value remains the key driving mechanic for Victory in Planetfall, with the standard squadron divisor of 
60 being in effect. However, the number set on the new Firestorm Tracker is worked out differently. In a 
standard 5000pt game, the Tracker would be set at 100pts, meaning that to reach Zero Hour you need to score 
100pts.... To some folks this may seem a lot, but the Objectives in the game now award considerably more TV, 
as do the removal of entire Helixes form an opponent’s Force. Here is a summary of TV scoring as we have it at 
present for our 5000pt games: 


TACTICAL VALUE SCORING TABLE 
Agreed Maximum Force Value 


This change to the TV Starting Point and reliance on Objective Capture as well as just Kills has greatly increased 
the cut and thrust of the game. Objectives are vital in a progressive battleplan and Planetfall provides that. 


Zero Table Presence: It’s a personal thing, but | have always felt that when a player has no models on a table, 
they have no chance of winning (even if they are loitering in reserve). So at present there is an auto-loss 
mechanic in place where a player who have no models present on the table at the completion of the End 
Phase has automatically lost. 
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ADDITIONAL NOTES 


| will put in a few additional notes here in no particular order to give players a chance to see some of the little 
changes that are coming (beyond those highlighted above) 


Nexus Designators 
These now perform one of the following actions in a game turn: 

e Designate a Sky Drop — Sky Drops are placed at the beginning of each Game Turn now, then lost 
during the End Phase, so players should think carefully about how/when they place and then 
designate their Sky Drops. Sky Drop Markers always start at 6 on the micro dice, but can dial down if a 
player wishes by spending additional Sky Drops to lower the value — down to a minimum of 3. After 
that is a question of reacting quickly with good tactics to bring in the Sky Drop elements to best 
effect. 


e Callin Orbital Support — All factions have access to a number of Orbital Support Points (determined 
via models with the Orbital Support (Value) MAR. Orbital Strikes require a single point of Orbital 
Support to be used. The Nexus Designator model nominates a single enemy model within line of sight 
to be a target with the attack scattering in a random direction up to 6D6, however the player may 
choose to allocate additional Orbital Support Points to lower the starting number by 1 per point spent 
if they choose. After this is done, the designator activates (assuming it is in range) reducing the scatter 
distance by a further amount depending on the number of hits scored in the designation. Everything 
under the template takes a single attack with 12AD (under current testing at least!) with no saves 
possible from Shields or Protective MARs (like Cloaking). Orbital Strikes now wipe out Medium and 
Light Tanks, and decimate Infantry in the open! ...larger squadrons can usually weather the storm! 


e Targeted Strikes — Designators can be used to allow any squadron fielding one to bypass the 
requirement to spend a Command Point to gain a +1 to hit when firing a ranged weapon. Note this is 
not in conjunction with the Primary/Secondary/Tertiary Weapons banding, so you can hit on 2+...but 
it permits those factions who rely on Nexus and good Force Tactics to perform on the move. 


Pinpoint MAR 

This has undergone a big change, and | have to put my hand up here and admit the initial rule wasn’t my best! 
Conditional rolls of a 6 are tricky to maintain Damage output and with more time | would probably have gone 
in a different direction. The new Pinpoint MAR is far more flexible, and rewards good gameplay by encouraging 
attacks in the flanks and rear, as in both cases the Pinpoint result is cumulative with those bonuses! 


CQB vs Flyers 

No Ranged or Melee CQB can be executed against enemy flyers unless a MAR or specific gaming condition 
applies. Flyers with Strafing Run CAN engage enemy ground forces in Ranged CQB, and Flyers with the 
Dogfighter MAR can engage enemy Flyers in ranged CQB, but under our current test, no other instances exist 
where CQB can be attempted against Flyers. 


Light Infantry Specialisation 
All Infantry now exist in one of four forms: 
Battle Squads: This Unit may have an officer upgrade and no other upgrades. This unit forms the backbone of 
most forces. A Battle Squad can then be upgraded to be one of the following: 
e Sweeper Squads — This Unit may also have an officer upgrade and excels at close range CQB actions. 
The Unit with lave Sweeper Teams allocated to them and will often have an additional MAR to 
represent their specialisation. 
e Firepower Squads — This Unit may also have an officer upgrade and excels at ranged fire actions. The 
Unit will always have Gun Teams allocated to them. In the new rules the AD spread on these teams 
has been increased. 
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Grand Companies — This Unit takes the best of both Sweeper and Firepower Squads and merges them into a 
larger formation — The Unit can be either Battle, Sweeper or Firepower, or even a combination of both in 
certain cases! 


CONCLUSION 


Well, there you have it. A VERY truncated version of the changes to the rules as they stand under our test. 
The game maintains its fast-paced feel, while giving us more structure in the design space to innovate and 
develop new models and factions. 


| will open up a thread in the forum for people to give their feedback on both the new Force Lists and the 


synopsis of the rules changes | have mentioned above. People should also feel free to ask me questions that 
they might have in that thread and | will try my best to answer them! 


Cheers, 
And thanks again for reading another long article! 


Derek 
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